
. The EVIL WARRIORS 
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:OLLIN' 


WARRIOR 


ction of your WIND 


sure your 


•MAN is at the controls of his 


ble is securely plugged 
: of your game console, 
troller so the red FIRE 


fly the 30 miles from the work 


MAN-AT-ARMS to CASTLE GRAYSKULL. Nearly every 


UPPER LEFT 


y WARP TRAKKERS and ENERGY BOLTS at 


rhead. He defends himself with the 


MUTRON BOMBS, and fearless flying 


• Push joyi 


Qi jtt rvw 

du l i 


aneuvers. With enough skill and luck, you can fly HE-MA 


move 


R or HE-MAN L 


LL, but that's only 


joystick 


WIND RAIDER 


RAIDER on 


inside a dungeo 
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lls Each wall has 
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has two moving wa 


joystick FORWARD 


In motion and the gaps are 


three gaps 


move 


RAIDER or HE-MAN 


ER BLASTS at HE-MAN while 


s moving and 


• Pull joystick BAC 


with his POWER SWORD. If 


touches 


plays and yoi 
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pimrt 

level) ene 


,__jut 

i. If a MUTRON B 


INO R 


: nsEKii™ iinsaji a 


The 


nt after 


a WARP 


you 


IRAK 


N 


asumsk 


RAIDERS if he can make it bi 
to the workshop of MAN-AT 




iAIDER intact and enough 


evv 


He simply lands the last WIN 


n 


e 


DER on 


re s 


nits a 


three ships. If you. lose 


is able to exchange energy 
. ^ ^ 100 x reuricn t playing 

ce. Vou may never have more 

the game is over. 


ION CANNON 

The ION CANNON is the only 
jnse against the WARP TRAK- 
, Line up your WIND RAIDER 
in front of the WARP TRAKKER 
nd press the fire 

utton. If you hit the WARP TRAKKER, it explodes and you 
score energy units. (Consult Scoring Chart.) Any ENERGY 




. onscreen at the time are also destroyed by the 


lONfCANNON can 
rapid fire, the ION CA 


used for single or rapid fire, in 


has half the range It has In single 


, For single fire, select B*W using the TV TYPE s 
selqctj qO|-C|R|u^ir|g |th|e |f\j TYljE jswUjdj. 


a WARP TRAKKERt is on! 


activates the ION CANNON. Oth 

ft 


fire bul 


?ON 


strikes an ENERGY BOLT, they both ex¬ 
plode and you get some energy units. 

(Consult Scoring Chart.) If the BOMBS strike the ground, they 
create craters that the EVIL WARRIORS are swept into. But 
stay alert! The moment an EVIL WARRIOR is able to hurl 
other WARP TRAKKER, the ION CANNON is again activated. 
The active weapon is indicated by the color of the border, 
reen means you control MUTRON BOMBS. 
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^ CASTLE GRAYSKULL" 

Once you arrive at CASTLE 
GRAYSKULL, you have com¬ 
pleted the first half of your 
mission. The mystical qualities 
L freeze WARP TRAKKERS and drive off 
HORS. Land your WIND RAIDER on the CASTLE 
RAIDERS automatically be ex- 
for energy units. Then, brace yourself to be pro- 
oom to battle SKELi 


a dunqeon 


must tattle SKE 


ET 


HE GRAYSKULL. Once you land the WIND RAIDER on 
ASTLE GRAYSKULL, HE-MAN is automatically pr 
ROLLING WALLS. 
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If he se¬ 


at the levet 


and-a l othe 


in the 


reaches the opposite 


KELETOR. A Viet 
playsJ Wden-itl 


cally star 


the next levetvT 

jultC'nTl | [ _ 
















































































































































































































































































































































































































































































































































































































































































































The WARP 


TRAKKERS home 


WIND 


above 


CANNON 


the screen 


Drop bombs 


as often as possible, 
sweep as many EVIL WARRIORS as 


This way you ci 

... .... 


ossible off 


screen, as well as 


throwing 


TRAKKERS 


If an EVIL WARRIOR is swef 
WARP TRAKKER is present, 
pears until HE-MAN destro 


no H' 


destroys his WIND RAIDER 


Stay 

can 


WARRANTY 


attei Electronics 


wari 


onsu 


r pur- 


baser of any cartridge or cassette it manufactures that the 


product will be free of defects in material or workmanship 


for 90 days from the date of purchase. If defective, return the 
product along with proof of the date-of-purchase to either 
your local dealer or, postage prepaid, to: 




for i 

lega 


Center 


Mattel Electronics Service 
13040 East Temple Ave. 

City of Industry, California 91746 


800 - 401-2826 


(In Alaska and Hawaii call collect 213-978-7056) 


or repair or replacement. This warranty gives you specific 


ights, and you may also have other rights which vary 
from state to state. This warranty does not cover damage 
resulting from accident, misuse or abuse. 


: 


is 


a 


c 


re 


Saved from the first time the game is 


'--— ---- - ia 

powered up. This score is displayed when the game is over 

... . j. 


alternating with the current score. The peak score flashes on 
and off while it’s displayed. The solid score is the curr 


score, if the game ends in the ROOMhWITH ROLLING WALLS, 
the non-zero score is the peak score. 


PLAYING LEYELS 


There are 8 levels in this game. After level 8, you can keep 
playing, but the level of difficulty does not increase. As you 


play, the movements of the WARP TRAKKERS and SKELETOR 
become more jerky and less predictable. Everything speeds 
up and BOLTS, BLASTS, and TRAKKERS are fired more often. 
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